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The manipulability of games in aspect of the button controlling
complexity and fun : focusing on the adventure game
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ABSTRACT

Game is an activity for the tension, joy and fun. Playing the manipulative button for the game,
gamers have unique experience for various ways to use the button. In this study, separating the
manipulability of game into the complexity and the fun of button controlling, we tried to discuss
the implication about the manipulability of game for the manipulability type to use the objects in
adventure game. Namely, either complicated or simple, game has fun feature and needs to design
the button controlling in consideration of action characteristics.
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